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Abstract 
Virtual World is one of the emerging technologies which can be used for teaching and training. Lots of rooms need to be 
improved of making it as vulnerable place for learning such as in teaching the course module and tracking student performance. 
This project aims to present the template of teaching health course module by using instructional methods in Second Life as one 
of Virtual World program. The first phase is already done in episiotomy and causes of dementia module. This type of courseware 
can save time, cost, energy and increase safety especially in doing health training. 
© 2010 Published by Elsevier Ltd. 
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1. Introduction 
Distances learning is not alternative learning anymore. It has become necessities in almost each universities 
especially in develop countries. Virtual World is relatively a new technology for distances learning in taking the 
advantages of it. How to manipulate this new technology, and make use of it for education means? This project is to 
present health module in Virtual World by using Second Life program. In the pilot study that was done in Malaysia, 
objectives, tutorials, enhancement tasks, quizzes and test were created for teaching The Causes of Dementia and 
Episiotomy modules. Further development in other health modules will be created with some enhancement in 
presentation and simulation which will be examined in UK. 
Since online or distance learning will be the future education and widely implement one day, it is important for 
the educational institution to improve their facilities, techniques and resources for the students understanding, 
knowledge enhancement and study skill expertise.  
According to Lifelong Learning Trends in 1998, a publication of the University Continuing Education 
Association, between 1970 and 1997, the number of part-time student enrollment in American colleges and 
universities more than doubled, growing from just under 3 million to an estimated 6.2 million. Part-time students is 
defined as those who take less than 75 percent of what a given institution considers full-time credit load (Cevero, 
2000).  
In 1997, over one-third of all under-graduate level are part-time. Between 1970 and 1997, part-time enrollments 
increased by 125 percent, compared with 44percent for full-time enrollments. Now, the trend is catching up in 
Malaysia (Zaidah, 2002). The rapid advancement of computing and telecommunication technologies has enabled 
universities to move from the traditional mode to alternative modes of learning, namely the virtual university to 
cater for adult students who swish to study part-time. 
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Breivik (1999) study has shown that the educational reform report of the 1980s seemed to offer some windows of 
opportunity for advancing the value of academic library resources and personnel as important tools for improving 
the learning process. Educational reform existing today is driven by demands from business and legislators for 
graduates who are lifelong learners. These more recent incentives for educational reform, however, being said as 
well lends themselves to a growing appreciation for information literacy abilities (Breivik, 1999). 
Online learning approach being said as one of the approaches towards implementing changes and recognizing 
that academic objectives which should drive innovations instead of only the technology (Khairuddin, 2002). It will 
generate more benefits to education and business. By developing a general methodology for the planning, 
application and evaluation of teaching and learning techniques and tools, both education and business earn the 
advantages.  
Virtual worlds are simulated environments accessed by multiple users through an online interface (Book, 2006). 
Several other terms for virtual worlds are digital worlds, synthetic worlds and massively multiplayer online games 
(Book, 2008).The emergence of powerful computers and increased broadband access make virtual worlds more 
popular each day. Virtual worlds provide new range of opportunities that is that allowing users not only to navigate 
and interact with a pre-existence environment but also can extend the environment though their own imagination 
and purposes. 
Virtual worlds are still very new in presenting wholly learning and training for any teaching fields. There are lots 
of holes and development need to be made to adjust virtual worlds with the learning environment. The issues of 
costs, accessibility, legal and increased development time would become the barriers for institution in taking 
advantage of this existence technology (Kluge and Riley, 2008). 
The faster we adopt the technology, the faster we can gain advantage of it. How to present education in emerging 
type of technology like Virtual World is questioned? This research would show the framework of Virtual World 
presentation of health module in UK and Malaysia.  
2. E-Learning: UK vs Malaysia 
UK 
E-learning has been deployed by almost every big educational institution in UK whereby about 95 % of it has use 
at least one of virtual learning environment in their teaching and learning program  (Rhona, 2006). It is approved 
that E-learning can reduced costs, faster training delivery, improved access and tracking employer development 
(Bearnish, 2002). It is believed that blended learning and e-learning will still arise in the future education. 
 
Malaysia 
In Malaysia, online learning is a recent phenomenon at government educational institution. In this kind of 
environment,  students  are  not  learning  in  a  place,  as  we usually  understand in  the  ordinary  sense  but  in  a  shared  
“space” usually called the “cyberspace”. The learning network ‘classroom’ is anywhere as long as students have a 
computer, a modem, a telephone line, satellite dish, or radio link (Daing Zaidah, 2002). 
Due to the limited places offered by local universities, less than half of all Malaysian eligible applicants annually 
secure places in local universities. This mean many of them have to choose the alternative training or study abroad. 
Even though local colleges in Malaysia have been offering distance or online learning programs for more than 20 
years. 
But then, the total enrolment in tertiary education represents only around 8 percent of the group age from 20 to 24 
years old. This figure is much lower when compared with Korea (36 per cent), Japan (28 per cent), Germany (30 per 
cent), and USA (60 per cent) (Low , 2000).  
 
Since online or distance learning had been introduced into the university system, it has comes in three forms. 
They  are  the  adjunct  mode,  the  mixed  mode,  and  the  totally  online  mode  (Harasim,  1997)  Most  universities  in  
Malaysia use online learning in the adjunct mode, where the network learning is used to supplement the regular 
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campus instruction. (Zaidah, 2002). Examples of this are Universiti Tun Abdul Razak (UNITAR), Multimedia 
University (MMU) and Universiti Teknologi MARA (UiTM). 
Online learning provides the main from or interactions through email, computer conferencing, online tutorials 
and forums. Interactions can be done both asynchronously and synchronously. Course materials can also provided 
online. However face-to-face meetings are also conducted to support online teaching (Zaidah, 2002). 
According to Daing Zaidah et al (2002) at Annual Conference of Asian Association of Open Universities, New 
Delhi, they had made several statements from the survey that being done at UNITAR. Firstly, maturity is a critical 
factor in being more ready for online learning. The result showed that working students are more ready than non-
working students towards online learning. Secondly, owning computer is important for students to have more 
favorable attitude towards online learning. Therefore, many of the virtual students own PCs with Internet access. 
Thirdly, the knowledge and skills on selected computer applications are significantly related to level of readiness 
and level of attitude towards online learning. Those students who use the selected computer applications more often 
are more ready to learn online. On the other hand, students with higher level of computer knowledge and skills show 
more positive attitude towards online learning. 
For employers, online courses can substantially reduce the cost of training, especially if the organization has 
remote locations. Besides lowering costs, less time is spent away from the office, lower management costs result and 
productivity is increased. For faculty, online learning represents a new and challenging medium with availability of 
graphics and multimedia enhancements, automated submission of assignments and the ability to change courses 
virtually instantaneously (Langan, 2002). 
Developing an effective, understandable and interesting online course is being said as an interesting challenge. 
Technology is changing the face of education and online learning offers much to learn about and many other 
interesting opportunities. 
3.  Virtual World in UK vs Malaysia 
UK 
In UK, Second Life as one of Virtual World program has been studied by various organizations such as colleges, 
universities, industry and other educational bodies like JISC and Scottish Further Education (John, 2007). Second 
Life was once launched in 2003 by Linden Lab is an Internet-based Virtual World (John, 2007). 
SL also called as an online MUVE (multi-user virtual environment) which it can be used for many kinds of 
activities. John (2007) has stated 9 types of SL activities that being used by UK academicians in Higher or Further 
Education institution, such as thinking and grouping, actively planning the presence, research, developing tools and 
simulations,  exhibition, presenting centre or department, support course or module, developmental cross department 
support and campus presence. 
The accurate figure for UK institutions developing their work inside SL is hard to determined since some used to 
make close development and hide their real name of institution in making the development. However it can be seen 
the number is increased each year. On 2007, about 40 institutions involved (John, 2007) and increases to over 100 in 
2009 (Stephanie, 2009). This figure will definitely increase in future.  This development is hoping to give better 
ways of manipulating Virtual World technology in various fields such as commerce, education, health, social status 
and management. 
 
Malaysia 
Globalization and modernity always intertwined which the mastery of global communication can enhance 
education, commerce and their government. (Huff, 2001) Currently, Malaysia does not adopt Virtual World 
technologies in any of their teaching or training program. Second Life also not used in any organizations or 
educational institution in Malaysia. This might due to the slow connections of the Internet while Second Life is an 
online Virtual Learning Environment which definitely depends on Internet speed. Malaysia even though made 
strategy and advanced implementation of an Internet based of “multimedia super corridor” but still not fully comply 
its objectives. 
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4. Courseware development in Virtual World 
Objective 
The most important part of the 2D and Virtual World at the beginning of the courseware is the objective, 
whereby it should and must be given at the beginning of the exploration. Figure 1 show the example of the objective 
that can be given on the Presentation Board at the Lecture. 
 
Figure 1: Objective design sample in Virtual World 
 
Tutorial 
The tutorial part may be experience training, wording sentence as text, scenery environment, ect. This to allow 
the understanding of the subject matters. Tutorial part can be taken according to student interest and time to allow 
the understanding absorb by the specific brain. Different environment can be created for different subject. Figure 2 
show the example of the environment of training in one the Hospital Ward. 
 
 
Figures 2: Tutorial samples design in Virtual World 
Enhancement 
Enhancement part includes simulation, game like or training activities. These are to train by experience how the 
information should be used in real life. Training activities through Virtual World would create safer environment 
and can be repeated compare to real life. Repetition training would enhance student knowledge. Figure 3 show the 
example of simulation and training in Children Play area at the hospital. 
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Figure 3: Simulated environment sample in Virtual World 
Quiz 
Quizzes are given as to test the memory and understanding of the student after each tutorial. Quizzes would tell 
the student whether their answers correct or wrong directly. This would be beneficial to correct the understanding of 
the  student  on  the  sport  before  the  information  goes  to  the  longer  term  memory.  Figure  4  show  the  example  of  
quizzes given in Virtual World. 
 
Figure 4: Sample Quizzes design in Virtual world 
Test 
Figure 5 show the example of the test given to the student in Virtual World program, whereby the result can goes 
directly to the tutor email box. This would be beneficial for tracking the student performance. 
 
Figure 5: Sample test design in Virtual World 
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5. Result  
Here we present the results of the pilot studies that been done in Malaysia. We used the summative evaluation for  
system of instruction as a study, which is for judgments of overall appeal of instruction to learners. 11 health 
students went through the episiotomy module and 10 health students went through introduction of dementia module. 
Summative Evaluation 
 
This survey based upon student response towards summative evaluation which is about overall assumption on the 
instructional system design. Summative evaluation was done through quizzes. 21 health students were given 3 
questions after they’re gone through tutorial part. Table 1 show the quiz result in the pilot study. 
Table 1: Quiz results 
Correct answer 100% 67% 33% 0% 
No of students 5 15 1 0 
Percentage 24% 71% 5% 0% 
 
Chart 1 show the graph of quiz result in the pilot study. Further development evaluation would be on both 
summative and formative evaluation. Thus, we could say that 71 % or majority of students performed well during 
the training.  
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Chart 1: Quizzes answer result 
Formative Evaluation 
 
Demographic result 
 
The different of study fields taken by the health students are about the same on both programs. Table 2 together 
with chart 2 and 3 shows the differentiation of program taken by the student. 
Table 2:  student program table 
 forensic nursing sport  
dementia 2 5 4 
episiotomy 3 5 2 
 
 
 
 
 
 
 
 
International Scientifi c Boards / Procedia Social and Behavioral Sciences 9 (2010) 11–20 17
 
 
 
 
 
 
 
 
 
 
Chart 2: Student chart program who explored dementia module 
 
 
 
 
 
 
 
 
 
 
 
Chart 3: Student chart program who explored episiotomy module 
 
Qualitative evaluation 
 
Enhancement module, environment and instruction 
 
Table 3 shows the result of main suggestions from health students towards the system program. We could see, 
that the slow internet connection become the highest limitation and the 3d environment and instruction became the 
second followed by module and sound. Animation and simulator also need an attention in the future development. 
 
 Internet 3D environment instruction simulator module animation sound Cumulative 
 dementia 4 5 4 2 2 1 1 19 
episiotomy 5 2 3 1 2 2 3 18 
Cumulative 9 7 7 3 4 3 4 37 
Percentage 24% 19% 19% 8% 11% 8% 11% 100% 
Table 3:  student suggestion 
Comments and Suggestions 
As overall, 21 health students make several suggestions on technical, environment and instructional part of the 
system. These are their other suggestions than the previous one. Chart 4 shows the graph of student comments and 
suggestion categories 
 
 
 
 
 
 
 
 
 
 
Chart 4: student suggestions 
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Make it simple 
“Why make lots of words. I don’t like reading like book” by Sport Science student 
 
Make unexpected findings 
“I think it’s better to make the program more challenging and unexpected” by Nursing student. 
 
Make it more real situation 
“I want to see it more real situation and more beautiful around building” by Sport Science student. 
 
Plus real map 
“The map is not real. It’s not beautiful. Hard to understand” by Sport Science student 
 
Make it more interactive 
“I hope you can make the program more joyful and interactive” by Lab Crime Science student.  
 
Put more colors 
“More colors should be added” by Sport Science student 
6. Student’s generalization of learning through Virtual World benefits 
The students gave several generalizations on benefits that they had regained from the learning program in Virtual 
World. They are: 
 
Good and clear presentation of module 
“This program is good and the features had gave clear presentation of the subject” by Fathullah nursing student. 
 
Informative 
“This program can give information of the dementia” by Ramizah Health student 
 
Easy to remember 
“ It’s quite easy to remember  the subject main points when it’s put in colors and I can make action to practice it” 
by Kamal Sport Science student 
 
Safe 
“This program is safer to do practice compare than real situation when we had to apply to real patient” by Kartika 
Nursing student 
 
Clear 
“The learning objective and sentences is quite clear” by Saedah Nursing student 
 
Easy to understand 
“It’s quite easy to understand the points of the subject” by Tina Sport Science student. 
 
Alternative to reading 
“I think this program is good and can be additional way other than reading normal books” by Sarah Lab Crime 
Science student 
7. Conclusion 
It can be seen that UK can make full use of Virtual World program faster due to the high level of Internet speed 
compare to Malaysia. The technological development has become the biggest barrier that needs to be solved faster 
in order Malaysia and other countries manipulate this emerging distance learning technique. The government of 
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Malaysia needs to put more investment on developing Internet speed capabilities in order to enhance their 
educational needs can be reached. 
This new economy is a key driving force for a change in higher education. However, introduction of a technology 
must be planned so that it does not decrease the quality of effort. It should also be noted that a critical element 
determining the success of e-learning and Virtual World program is the support and enthusiasm of management, 
developers, instructors and students (Khairuddin, 2002). 
Online learning with Virtual World is believed here to stay. Hundreds of universities, continuing education 
institutes and countless commercial organizations already used online learning. Virtual World will give schools the 
ability to extend their reach well beyond their location and will be the next evolution to the human culture after 
Internet. 
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